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Amendments to the Claims : 

The following listing of claims will replace all prior versions, and listings, of claims in 
the application: 

1 . (Currently Amended) A game performing method for executing a game by 
controlling movements of characters constituting a character group in a game space and by 
generating an image of the game space, 

wherein the character group includes a plurality of character groups, 

the method comprising: 

setting a plurality of sample points in the game space; 

calculating positions of the characters after a prescribed time when the 
characters keep a present moving situation; 

calculating the time for each character to reaeh-arrive at the set plurality of 
sample points from the calculated positions as starting points; 

drawing out, from the plurality of sample points, sample points to which an 

arrival time is more than or equal to a reference time for determining a space are for any 
character in any of the character groups, based on the calculated arrival time, the space area 
being an area not belonging to the power of any of the character groups in the game space; 

recognizing areas pertaining to power of th e character group wh e r e in th e 
pow e r of the charact e r group is based on th e calculat e d tim e of e ach charact e r to r e ach each 
characters* sample points; the space area in the game space, based on the drawn out sample 
points; 

controlling the movements of the characters based on th e ir positions the space 
area_and/or magnitudes of pow e r in the recogniz e d ar e as the space area in the game space; 
and 

updating the image of the game space. 
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2. (Canceled) 

3 . (Currently Amended) Th e m e thod as claimed in claim 1, wh e r e in r e cognizing 
ar e as includes recognizing non pow e r ar e as which the pow e r of th e character group does not 
reaeh r A game performing method for executing a game by controlling movements of 
characters constituting a character group in a game space and by generating an image of the 
game space, 

wherein the character group includes a plurality of character groups, 

the method comprising: 

setting a plurality of sample points in the game space: 

calculating positions of the characters after a prescribed time when the 

characters keep a present moving situation: 

calculating the time for each character to arrive at the set plurality of sample 

points from the calculated positions as starting points; 

recognizing an area pertaining to power of each of the character groups, 

wherein the power of each of the character groups is based on an arrival time of each of the 
characters in the character group to each character's sample point, from among the calculated 
arrival time: 

recognizing, as a space area, an area not belonging to the power of any of the 

character groups in the game space, based on the recognized area pertaining to the power; 

controlling the movements of the characters based on a position of the space 

area and/or a magnitude of the space area in the game space: and 

updating the image of the game space. 

4. (Currently Amended) The method as claimed in claim 3, further comprising: 
setting movement target positions within the recognized non power space 

areas, 
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wherein controlling the movements of the characters includes moving the 
characters to the set movement target positions. 

5. (Previously Presented) The method as claimed in claim 4, wherein movement 
target positions are set from recognized power areas to recognized non-power areas. 

6. (Currently Amended) The method as claimed in claim 1, further comprising: 
selecting a character within a character group and controlling the movements 

of the character based on its position the relative positional relationship between the character 
and the space area and/or the magnitudes of the recogniz e d power ar e as in th e gam e 
spaee rspace area. 

7. (Previously Presented) The method as claimed in claim 6, 

wherein the game is a competition-type game, in which an attacking direction 
of the character group is previously determined, and 

the character selected to be controlled is selected in consideration of the 
attacking direction of the character group. 

8. (Previously Presented) The method as claimed in claim 6, 
wherein the game is a ball game, and 

the character selected to be controlled is selected in consideration of a position 
of a ball in the game space. 

9. (Currently Amended) The method as claimed in claim h claim 3, 
wherein the character groups includes a first character group and a second 

character group, 

the power of each of the character groups is based on the calculated times of 
each group to feaeh-arrive at their respective sample points, and 



Application No. 1 0/825,3 1 1 

controlling the movements of the characters constituting the first character 
group based on the characters' positions and/or the magnitudes of power in the recognized 
areas wherein the recognized areas pertain to the power of the second character group in the 
game space; and 

controlling the movements of the characters constituting the second character 
group based on the characters' positions and/or the magnitudes of power in the recognized 
areas wherein the recognized areas pertain to the power of the first character group in the 
game space. 

1 0. (Currently Amended) The method as claimed in claim 1, claim 3, 
wherein the character group includes a first character group and a second 

character group, 

the power of each of the character groups is based on the calculated times of 
each group to feaeh -arrive at their respective sample points, and 

the controlling of the movements of the characters constituting constitutes the 
first character group based on the characters' positions and/or the magnitudes of power in the 
recognized areas wherein the recognized areas pertain to the power of the first character 
group in the game spac e ; space, and 

controlling the movements of the characters constituting the second character 
group based on the characters' positions and/or the magnitudes of power in the recognized 
areas wherein the recognized areas pertain to the power of the second character group in the 
game space. 

1 1 . (Previously Presented) A storage medium having information recorded 
thereon, when the information is loaded onto an operating device, the information makes the 
operating device execute the method as claimed in claim 1 . 
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12. (Currently Amended) A game apparatus for executing a game by controlling 
movements of characters constituting a character group in a game space, and by generating an 
image of the game space, 

wherein the character group includes a plurality of character groups, 

the game apparatus comprising: 

a point setting section for setting a plurality of sample points in the game 

space; 

an inertia calculation section for calculating positions of the characters after a 
prescribed time when the characters keep a present moving situation; 

an arrival time calculation section for calculating the times that each character 
takes to reach the set plurality of sample points from the calculated positions as starting 
points; 

a drawing section for drawing out, from the plurality of sample points, sample 

points to which an arrival time is more than or equal to a reference time for determining a 
space are for any character in any of the character groups, based on the calculated arrival 
time, the space area being an area not belonging to the power of any of the character groups in 
the game space; 

a space area recognition section for recognizing the space area in the game 

space, based on the drawn out sample points: 

a movement control section for controlling the movements of the characters 

based on a position of the space area and/or a magnitude of the space area in the game space; 
and 

an area recognition s e ction for recognizing areas p e rtaining to power of the 

character group wherein the power of the character group is based on the calculated tim e of 
each character to roach the resp e ctive sample points; 
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a mov e ment control section for controlling the mov e m e nts of th e characters 

based on th e ir positions and/or magnitudes of power in th e r e cogniz e d ar e as in th e gam e 
space; and 

a generated image display section for displaying the generated the display 

image. 

1 3 . (Currently Amended) A computer-executable storage medium that receives 
contains a computer executable program for receiving a data signal embodied in a carrier 
wave, comprising information used the data signal for executing the method as claimed in 
claim 1. 

14. (Previously Presented) A computer-readable storage medium that stor e s 
includes a pro gram, pro gram stored therein, wherein wh e n the program is load e d onto an 
operating device, the program making the makes an operating device execute the method as 
claimed in claim 1. claim 1 when loaded onto the operating device. 

15. (New) The method as claimed in claim 1, further comprising: 
setting movement target positions within the recognized space areas, 
wherein controlling the movements of the characters includes moving the 

characters to the set movement target positions. 

16. (New) The method as claimed in claim 3, further comprising: 

selecting a character within a character group and controlling the movements 
of the character based on the relative positional relationship between the character and the 
space area and/or the magnitudes of the space area. 

17. (New) The method as claimed in claim 16, 

wherein the game is a competition-type game, in which an attacking direction 
of the character group is previously determined, and 
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the character selected to be controlled as selected in consideration of the 
attacking direction of the character group. 

1 8. (New) The method as claimed in claim 1 6, 
wherein the game is a ball game, and 

the character selected to be controlled is selected in consideration of the 
position of a ball in the game space. 

19. (New) The method as claimed in claim 3, 

wherein the powers of the character groups are recognized when a 
predominance degree of each sample point is calculated so as to make the predominance 
degree higher as the arrival time of the character is shorter. 

20. (New) A storage medium having information recorded thereon, when the 
information is loaded onto an operating device, the information makes the operating device 
execute the method as claimed in claim 3. 

21 . (New) A game apparatus for executing a game by controlling movements of 
characters constituting a character group in a game space and by generating an image of the 
game space, 

wherein the character group includes a plurality of character groups, 
the apparatus comprising: 

a point setting section for setting a plurality of sample points in the game 

space; 

an inertia calculation section for calculating positions of the characters after a 
prescribed time when the characters keep a present moving situation; 

an arrival time calculation section for calculating the time for each character to 
arrive at the set plurality of sample points from the calculated positions as starting points; 
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an area recognition section for recognizing an area pertaining to power of each 
of the character groups, wherein the power of each of the character groups is based on an 
arrival time of each of the characters in the character group to each character's sample point, 
from among the calculated arrival time; 

a space area recognition section for recognizing, as a space area, an area not 
belonging to the power of any of the character groups in the game space, based on the 
recognized area pertaining to the power; 

a movement control section for controlling the movements of the characters 
based on a position of the space area and/or a magnitude of the space area in the game space; 
and 

a generated image display section for displaying the generated display image. 

22. (New) A computer-executable storage medium that contains a computer 
executable program for receiving a data signal embodied in a carrier wave, the data signal for 
executing the method as claimed in claim 3. 

23. (New) A computer-executable storage medium that stores a program, wherein 
when the program is loaded onto an operating device, the program making the operating 
device execute the method as claimed in claim 3. 



